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a COMPUTER FOR POE CONTAINS 83 MILLIO 
U 6 ANY FOOTBALL TEAM YOU LIKE! | 
When COMPUTER QUARTERBACK” THE ROBOTS. This is the formidable CE er 
a im wih [inst released, it generated rave reviews team coached by the Computer. It's ready PE ae et a 
Vx f Now. this second edition makes a preat y any time you are. and it plays one Presenting the er ine of SSI computer a 
(z> fame even better — with its added features _ mean game. It even “learns” your tendencies ADVANCED DUNGEON ye puter games inchiding 3 new { 
y 40 it's even truer to NFL football and patterns through time and makes the MEONS & DRAGONS® computer products 
ad THE PRO DRAFT. Of all the improve “PPFOPFHale tactical adjustments 
ments, the most significant is the expansion REAL-TIME PLAY. The computer 
of the 0 all scenarios: Semi-Pro, also eliminates all organizational drudgery, 
f nd Solitaire. The action begins with It plays scorekeeper, referee. umpire, and 
you to draft teams to linesman. As timekeeper, it makes you play 
PI AY. in real-time. Take longer than 30 seconds to 
hike the ball and, you'll be penalized five 
yards for delay-of-game. 
y 4 Pa o| 9 NFL TEAMS DATA DISKS. 
is g 3} £ 3 Fs SEMI-PRO VERSION. This abridged separate opt 
y 3 4 2 | 9 | 8 version gives you 18 offensive and 14 containing s of recent NFL teams. 
7 3 ra f hl | 9 defensive plays so you cun learn and prac- With them, you can re-create memorable 
we ap et a y | 5 tice the intricacies of strategy football. On games, real or imagined. of past seasons. 
——— =; f 5 ta Offense, you'l learn to read the defense and THE 365-DAYS-A-YEAR 
S call audibles as needed. On defense, you'll FOOTBALL SEASON, 
= need to shift constantly to anticipate and - ro 
With COMPUTER QUARTERBACK: 
| confuse the opposition 
football season need never end. You can 
| PRO VERSION, Here, you get all the form your own teams, even start a full- 
= plays you could ever want fledged league with your friends! 
Q . 9| 4 © 36 offenses with all the runs, traps, From its multiple offensive/defensive 
2 Ke 2 y, 5 Y. 5 draws, screens, pai il trick plays you plays and its real-time playing conditions to 
3 I | ‘ g] / ¥ need to move your team into the end zone: the semi-animated video display and the 
x 5 4 t | © 24 defenses that inc halftime statistics, no strategy football game 
c 5 | . { eo] . and zone coverages, blitze has ever been more complete in detail or us 
a _M Sf | > copubiliies and special al exciting in realism! 
\ | 
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1ows gridiron, 30-second clock (16 seconds remaining), ball placement, scoreboard, 

call audibles so appearances can be deceiving. The 
12° ts a play number. The statistical probabilities of sweci for allure of specie offenses again 

vain defenses have been exhaustively researched to make this game unmatched in realism 
APPLES) PADDLES REQUIRED, €-64"; PADDLES OR JOYSTICKS REQUIRED, 
,. from other computer(s) may vary. 
sot Compr a at (Cmbadon 6 ss see Coe ao en 
asta e . we Nt hee 


Sereen 
team formations in X's and O's. Hoth sides e¢ 
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Apple® version data disks are available tor 
| QAI! 1985 NFL teams | 
DAI 1986 NFL teams = 


| Atar!® version data disks are available for —=—=—S=S= 


OAL 1985 NFL teams 
QAI 1986 NFL teams 


Commodore 64™ version data disks are available for 
QAI 1985 NFL teams 
GAL 1986 NFL teams 


| Cost: $14.95 each | 


VISAand M/Cholder:can order by calling (800) 449-0100, 2338, T: 
order by mail. send check or money orcior kx REL, 1066 Bt 


~ Ave.. Mountain View, CA 94043. Please inchido $200 lor sipping 
| : snd handling (Caliomia residents. acd 7% sales tax) 
| STRATEGIC SIMULATIONS, INC. 


1046 N. Rengstort! Ave. Mountain View. CA $4043 
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Dive 
Middle 
Blast 
Slant 
Trap 
Sweep 5 
Quick 6 
Pitch 
Reverse 7 
Draw 8 
= 
5 8 9 5 5 5 
Left ae (75) | (75) | (76) | (70) | (75) | (72) | (77) | (70) 
8 8 8 






Z Slant 10 


8 
haus (68) | (33) | (66) | (72) 





XQuick 41 
Out 

Y Cross 12 
X Hook 13 
Z Post 14 


HB Option 15 


Flea 1 
Flicker 


The above table is a considerable sim- 
plification of all the values used by the 
program to determine outputs. For instance, 
for a Sweep against a Key Man, the table 
shows an average of 5 yards. Using all the 
facts in the computer, however, this play 
will lose yards 13% of the time; it has a 
77% chance of gaining 1 yard or more: 







GuliGe eam) calle aoe ra 7 aaleam 
atl nace en ooze ag 
15 22 
i [8s | | | | | 8) | [as [ds | | an | a 
14 12 
(66) (37) 
36 36 36 36 36 
(28) | (28) | (28) (28) | (28) 
23 
(68) 
54 | sa | 54 | 54 | 54 54 | 54 | 63 
®1 (18) | (18) | (18) | (18) | (18) (18) | (18) | (39) 






18 14 
enes (28) (44) | (77) 


















68 | 68 | 50 
(18) }(32) | (6) 


a 49% chance of 5 yards; a 4% chance of 
30 yards; and a 1.6% chance of a fumble. 
For a pass such as the Z Post against a 
Key Man which has a 28% completion rate, 
there is also an 8% chance of an intercep- 
tion; a 15% chance that the quarterback 
will be trapped behind the line; and a 1.5% 
chance of a fumble. 
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the offense was from a touchdown before 
the play), the game clock setting when the 30 
second clock started, the play called by the 
“left” team, the play called by the “right” 
team, the result of the play. A number of 
asterisks will mark the offensive team’s 
column whenever a change in possession 
occurs. Headings for quarter and score 
changes will also be given. The permanent 
log provided by these “game films should 
allow opponents a chance to review their 
strategies, uncover tendencies and prepare 
for upcoming games. 


CLOCK CONTROL 
Because you can play this game with virtually 
no physical exertion, players usually call 
plays in the first few seconds after the 30 
second clock starts. In a real game this is 
seldom the case. With receivers straggling 
back from deep pass routes, players shuffling 
in and out from the sideline and everyone 
catching their breath, quarterbacks in the 
NFL use most of the 30 seconds allowed 
between plays. Thus, in a regulation (15 
minute quarter) game, Computer Quarter- 
back players would run more than twice the 
number of plays as a normal NFL game. To 
compensate for this, a provision is made to 
subtract a certain amount — called the 
= inter-play delay — from the clock after each 
=| play regardless of the outcome. (In the last2 
as minutes of each half only a fourth of this 
amount is subtracted after each play). In the 
Professional version you can specify the 
! inter-play delay to be any amount; however, 
| a figure of at least 10 (for 10 seconds per 
j play) is recommended. 


PLAYOFF GAMES 


In regular season games, a single overtime 
period is provided to break ties after regula- 
tion time. If the game is still tied after that 
eel then each team is given a half a point in the 
| standings. However, in playoff games, over- 
a time periods are repeated indefinitely until 
Someone scores. The Professional version 
facilities this by offering you a chance to 
‘ continue after each overtime period. 


LEAGUE PLAY 


After over a year on the market, Computer 
| Quarterback has spawned leagues for play- 
ing this game all over the country. The 
following are some hints for conducting a 
successful league. 
You need at least 6 people to have a 
league. Ifyou have around ten, youcan form 
two conferences, and if you have 16 or more 
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S coaches work on 


particular positions and Personnel. 


Maintain a file of “game films” on all 


league games and loan Copies of two recent 


games to each player concerning their next 
opponent. 


Charge a reasonable entry fee (like $5) 


to join the league and use the proceeds to 
pay for copying, to geta small trophy for the 
“Super Bowl” winner and to provide beer 
for all the spectators. 


Contact Strategic Simulations if you 


form a league and come up with your own 
successful methods. Also-let us hear from 
{ you about potential enhancements to Com- 
puter Quarterback for later updates. We are 
interested in anything that will help make 
our products more enjoyable to you. 


THE OFFENSE 


Almost all pro football plays are run from 
what is called the “three end offense”. This 
alignment is a development of the modern 
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NS rl the middle 
cat Buck This eee A Dad block of 
by the halfback 18 i" ter, It is good for 2 
the left ee ; as the lowes 
couple 0 : our 
Sante of mb ee at work 
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against short yardage. sdaeoter ty, the 

* Dive The dive 1s an fa wedue the defense 

fold ahi fetes Short yardage is all 
from the : 
ater is generally good for. i othe 
Ilback blasts a ho 
* Middle Blast The fu ae 
f the defense and the ha 

the center an almost always 

solos Bs Perna a blasting 

ona fe ; 

Aan aclenie this BT ene aaa 

s. This is a 

eer ay for sustaining a good ground 
ame. 

aaetle Blast On this blast play the praia 

leads through the hole between the le 

tackle and guard and is followed by the 
fullback. Gains here are slightly lower than 
the middle blast but it will get their attention 

if they are over shifting. A good conservative 

run play. ; 

Power This play is like a quick sweep with 

only the weakside guard pulling and the 

halfback cutting on the inside of the tight 

end instead of going all the way around. 

This play should average around 5 yards but 
can also be caught in the backfield by 
blitzing backers. This is the beginning of the 
standard runs that can gain 5-10 yards but 
get riskier. 

* Slant This simple off-tackle run is the most 
popular play in the NFL. The fullback 
slants to the weakside and. depending on 
the blocks that are made, may run straight 
ahead or cut inside or outside. This mid 
yard-gainer is popular for good reason. 

*Trap The strongside defensive end is the 
target for this solid run. The halfback has 
good breakaway potential with this play — 
especially if the defense is blasting =~ 

«Sweep This play is powerful! 
the only choice if you need 
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Star clu: 

Stake in this futuristic see 
game of exploration, Economic 
Power and military conquest 

a '8M includes a 3%" disk 


POOL OF RADIANCE — the FANTASy vs 
ee eA me 


the FORGOTTEN REALMS. SCIENCE py Doug 








Your 8 star troopers must 


destroy a band of inter- IBM, ATARI ST SS 
B $81 Speck 4 galactic pirates and battle Intermed /Advanced > 
Projects Team. an invading insectoid race. By Norman C 7 
APPLE, IBM version includes a3¥/2"disk. Koger, Jr. 
C-64/128, IBM. 
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The legendary DRAGONLANCE™ By Paul Murray, AMIGA, IBM, ST. Bacteriological warfare in the year 
game world comes alive in ae Penman Introductory. 2000 has reduced the US. toa 
this exciting action game — Wan ae? By Jeff Johnson. lawless wasteland. As a road 
HEROES OF THE LANCE. SE PN gang leader, you seek 8 scien- 
F Po tists who can develop a cure 
F Oe 
y ¢ oO 
ae / OSS 
dl oe 
DUNGEON MASTERS ag. 21st-century Europe is held apps, @ 
¢-64/128, IBM, . SISTANT, Vol.|: Encounters i: %~ hostage by maniacal ter- C-64/128, IBM, | 
AMIGA, ST. ~ a.utility program to help - rorists. You must stop HGS, ST, AMIGA, 
Introductory. Dungeon Masters generate eg them from detonating five Introductory. 
By U.S. Gold. encounters for AD&D° campaigns, A, nuclear bombs. By Jeff Johnson. 









Reunite the two RINGS OF ZILFIN Bea tamiCAannn: APPLE, 
eunite the two te IBM, AMIGA, IIGS. ’ “Family Computing” - 
and gain ultimate power. In- Introductory. By John 0-64/128, IBM. Playin : fas! een te ~ 
cludes graphics routines from  & Charles Dougherty Introductory. Search for the Nine Rings to 
The Graphics Magician® by | & Westwood By Craig Roth 9 


Assoc. help you battle the Dark —_ 


Lord's evil minions 


& David 
Stark. 


Polarware™ 


AWARD 
WINNER! 


























Journey into the past to 
prevent the six Mad Sor- 


Embark on a treacherous 


APPLE, 6-64/126, journey toregainthe Shard APPLE, ST, 


IBM, ST. cerors from creating the of Spring, an enchanted eas 
Introductory. Evil Book of Magic. IBM stone that bestows eternal Introductory, 
By Ali N. Atabek. version includes a 3¥2"' disk. : 


springtime. Apple disk is 64K. By Doug Wood. 


“Family Computing” 1986 Best APPLE, ATARI, h 1 to PHAN: 
le Pyin Adventure Game of re iue. Hye NTASIE land I this isthe fina 
the Year. Guide eight adven- Intermediate. -64/128, ST. 


confrontation between your 
band of six heroes and the 
Dark Lord Nikademus 


; | h 
turers in search of the lost By Paul Murray. nuoduclory 


sont By Doug 
Wizard's Crown. 





| Y ood6686 


Your band of 8 must search 
B for the enchanted Eternal 
Dagger to close the Demon 
















Locate and destroy the 
Dark Lord’s evil orb in 
this new adventure that APPLE, ¢-64/128, 


APPLE, ATARI, 
IBM, C-64/128, ST. 


Intermediate, dead ; rs IM, ST, AMIGA. 
Portal before the Un h fing sequel to IBM, ST, 
By Paul Murray iddle World. is the exciting seq Introductory. 
& Keith Brors. can overwhelm Middle 


SSI's best-selling fantasy game. By Doug Wood. 
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Presenting the entire line of SSI computer games including 5 new 





ADVANCED DUNGEONS & DRAGONS® computer products. 
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